
SEURAT R User Guide V1.6

Seurat is a highly-customisable granular synthesis engine, used across the two complementary voices. 

Seurat allows you to manipulate the normal granular controls - grain size, grain frequency, attack and release of each grain and 
sample position but also adds a range of additional parameter controls for things like grain gain (volume), grain position variation 
(movement), the space between grains and the symmetry of grain positions in the audio flow offering a range of interesting and 
often unique outcomes.

Seurat  New Features:

1. Seurat now responds to Sustain/Damping pedal. With your pedal engaged Seurat will continue to sustain the currently playing 
notes indefinitely - or until you release the pedal.

2. Your Modulation wheel will now move each value in the "space"  table up and down - Seurat will maintain the shape you have 
drawn into the table - and this will affect the space between grains accordingly.

3. CC 12 now does the same for the Voice 1 position table - and will affect where Seurat harvests grains from and thus the sound of 
Voice 1

4. CC 13 now does the same for Voice 2 position table  - and will affect where Seurat harvests grains from and thus the sound of 
Voice 2.

5. Seurat now features an intelligent randomise feature. Pressing the logo on the main page will generate instant unique sounds.

6. New in V1.6 ‘Reverse’ function - pressing the R icon next to a voice name will playe that voice in reverse. This simple but effective 
feature has allowed us to create truly beautiful and unique new sounds. Used in conjunction with the Random function the results 
are outstanding and instantaneous.



Randomise

Click the logo to randomise voices, various controls and settings at 
the same time. Randomisation is intelligent and generates 
exciting, useable and unique sounds at the touch of a button

Reverse

Activate the ‘R’ button next to each voice to reverse the sound. This 
allows you to create beautiful new soundbeds and textures that 
otherwise would not have been possible

NEW FEATURES



Each voice has a menu to select the sample set, either side of each menu 
are forward and backwards arrows that allow you to scroll through the 
voices. When these are clicked you will see voices grouped together under 
headings. If you click one of the headings Seurat will randomly select a 
voice in that grouping

Each voice has its own Volume, Pan and Pitch controls. Ctrl-click to set 
them to their default positions. Alt-click the Pitch control to set it to the 
nearest whole semi-tone value.

Each voice has an Octaves control. This allows you to select a grain octave 
model for each voice:

1: Play each grain using its played octave
2: Play each grain randomly selecting either the played octave, or pitched 
one octave down.
3: Play each grain randomly selecting either the played octave, or pitched 
one octave Up.
4: Play each grain randomly selecting between one octave down, the 
played octave and one octave up
5: Play each grain randomly selecting between two octaves down, one 
octave down, the played octave, one octave up and two octaves up

In the centre are the Mix controls. These provide three scenes (A,B and C) for the Volume, Pan and Pitch of each voice, the mix knob 
will morph between each scene as you move the control. Click on A, B or C to move the control to that scene. You record scene values 
by first selecting a scene (A, B or C) then pressing the MIX button – the mix controls will now be in record mode. Change any of the
Volume, Pan or Pitch controls and unclick the mix button to save the scene values.
Morphing between scenes will be applied to only those controls you have added in to the mix.
Controls are selected by clicking on the small toggle button next to each controls name.

VOICES



Each voice has a set of grain controls:

Att sets the attack of each individual grain, Rel sets the release of each 
individual grain. Rate sets the speed at which Seurat moves through the 
Position table below the control. Move adds a randomising amount to the 
position. Len sets the length of each grain, note setting Len to full on (all 
the way clockwise) will turn the AGRA engine off and playback the audio 
source in a standard linear manner.

Below these controls is the pattern area. You can set the number of steps 
in each pattern. You can set either the Gain Pattern or the Position 
Pattern. For each grain it plays, Seurat moves through the Gain pattern 
and the Position pattern setting grain gain and position in the source 
audio file.

In the centre are the Space and Symmetry controls shared by both voices.
Space is a table of values defining the amount of space to leave between 
each grain. For each note played the AGRA engine will delay each grain by 
these values in turn. Symmetry will add a level of randomisation into this 
process. The higher the Symmetry the more regular the space between
grains.

GRAIN CONTROLS



GRAIN CONTROLS

The nudge controls allow fine level of changes to the grain space.

The OneShot button will force the AGRA engine to move through the space 
table once only for each note and then continue to use the final space 
value until the note is ended.

The Rand button will force Seurat to randomly select a space value from 
the table of values.

Below the Grain Controls are the Send controls. Each voice has 4 send 
levels for each of the send effects. Please see the Effects section for more 
details.

Between the send controls is the Drift control. Both voices share Drift 
Settings. 

Drift controls our Oscillator drift-engine, used to give you that "old-school" 
oscillators drifting slightly in and out of tune. The higher values will drift 
the audio further out of tune.



ENVIRONMENT CONTROLS
Below the Send Controls are the Environment controls. 

There are 4 different environments into which you can place each voice.

Overhead

Room

Studio

Hall



GATE CONTROLS

Each voice has its own gate control.

There are 7 selectable sources for each gate but only one can be selected 
at once. These are:

Vol (Gain)
Low-Pass (Freq)
Hi-Pass (Freq)
Band-Pass (Freq)
Distortion (Drive)
Lo-Fi (Bits)
Formant (Talk)

You can set the levels for each voice separately. These levels are 
completely separate from the voice volume and work both negatively 
(attenuating the voice output) and positively (boosting the voice output)
so it is possible to produce very hot/distorted output.

The gates share tempo, number of steps, retrigger and envelope.

Retrigger when engaged will restart the gates whenever a new note on is 
received.

Envelope engages a per-step envelope to allow additional step definition

The Load and Save buttons allow you to load and save gate configurations 
to disk



SEND EFFECTS
Seurat has 4 send slots, every slot works the same way – You can select 
from one of 5 different send effects. 

Select REVERB, DELAY, CHORUS, FLANGER or PHASER to select the effect 
and turn it on in the slot. 

You will see the relevant controls appear in the interface. 

Select the slot number to turn the effect off and return to the blank panel.



SNAPSHOTS
Seurat comes with 707 Samples, 81 Selectable Sound Sources and 245 
snapshots, each grouped into separate folders for ease of access.

If you want to use the included snapshots you need to copy the snapshot 
folders included in your download into the correct location on your 
computer for Kontakt to find them.

V1.6 Contains 245 snapshots designed to use the new control features.

The easiest way to locate this folder is to open up Kontakt by clicking the ‘Wrench’ icon and then clicking ‘Instrument Options’.

Then choose the ‘Snapshot’ section and click ‘Show’.

NOTE: Please ensure you install snapshots properly to get the most out of Seurat. After you have placed them in the correct 
location they will appear in the snapshot browser

MAC OS : Users\<username>\Documents\Native Instruments\User Content\Kontakt\Seurat v1.6 Reverse

WINDOWS: C:\Users\<username>\Documents\Native Instruments\User Content\Kontakt\Seurat v1.6 Reverse
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CREDITS.
This End-User license agreement (EULA) is a legal agreement between you and Audio Reward for the Audio Reward product 
that this agreement accompanies; including computer software and associated media or multimedia, printed materials and 
electronic documentation.
By installing or using this product you agree to be bound by the terms of the EULA. If you do not agree to the terms of this 
EULA you may not install or use the product. All audio samples provided with the product are the property of Audio Reward 
and are licensed to you, they are not sold.

1. Audio Reward grants the end-user (licensee) of the product the right to create finished musical works and performances using 
the audio samples and any other media or software included as part of the Audio Reward product.
2. The licensee may use the product for commercial purposes.
3. The licensee may alter the samples within the context of a finished musical work but may not distribute those altered samples 
outside of that musical context.
4. The creation of sound libraries in any form for commercial use or otherwise that use the Audio Reward audio or software, 
including single samples, loops, audio clips or similar is strictly prohibited. Violations will be prosecuted under local and 
international copyright law.
5. You may not under any circumstance make any part of the Audio Reward product available to others either by duplication, 
copy, distribution, transfer, upload, download, trade, resale, or loan.
6. The licensee may use this product on multiple computers under the following conditions:
a. The use of multiple computers is part of a single audio workstation for the individual licensee.
b. The licensee has two non-concurrent sites of work, such as a studio desktop and a laptop for live performance.
7. Audio Reward warrants and asserts that all audio samples, graphics, images, scripts, documents, and any other media 
included with the product is the sole property of Audio Reward and that Audio Reward has the authority to grant the rights in 
this EULA.
8. The user agrees to read the manual before seeking help or support from Audio Reward.
9. Audio Reward will not be responsible if the content of the product does not meet the particular purposes of the licensee.
10. It is the licensee's responsibility to check that the product is compatible with their computer system.
11. The product is licensed “as is”. Audio Reward will not be responsible for any loss incurred by the licensee from the direct or 
indirect use of the product.
12. If you have any doubts, concerns, or uncertainties about the terms in this EULA please contact Audio Reward before 
installing or using the product.
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